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Introduction
Running the Adventure:

Adventure Synopsis:

Adventure Hooks:

Chapter 1: The Town of
Yelthbrum

The wild grasses and weeds give way to cultivated fields and

enclosed grazing pastures as you make your approach toward

the town of Yelthbrum. As you make your way through the

surrounding countryside, the sound of the gently flowing

Waywash River becomes more audible. The town itself is

unwalled, so you simply walk directly into town, nodding to a

group of patrolling watchmen as you pass them.

Town Description:



Map of Yelthbrum



Key Locations in Yelthbrum:

1. Wandering Star Inn and Boarding
Houses

2. Running Satyr Tavern

3. Bridgeside Alehouse

4. Yelthbrum Temple of the Land

5. Hall of the Gemcutter's and Jeweler's
Guild

6. Farmer's Guildhouse



Rumor Table:
1d10 Rumor:

1 A farmer swears he saw the great beast as it came down to abduct one of his cattle. It had teeth as long as elvish
swords (which he’s also seen before, he swears) and its roar shook the very earth he stood upon!

2 A swarthy miner says that the kobolds that live in the mountain warrens have gotten bolder recently, and attacked a
work camp. They stole some basic supplies and injured a few of the work crew with their crude weapons. They fled
toward an abandoned mine shaft further up the mountain.

3 A strange bard arrived in town not long after the dragon’s terrorizing began, and he has been asking after adventurers
who seem interested in going to hunt the beast. He can usually be found nursing one of Jendar’s brews at the
Bridgeside Alehouse, or having a meal in the Wandering Star Inn’s taproom. [DM Note: The strange half-elf bard is
Windlebus Unctaviar the Green in disguise. See Windlebus the Green Sidebar.]

4 Rumor has it that the great wyrm Issodraxa, who slain by the Sentinels of Arganor, had a wyrmling before her demise,
though no one knows where it went.

5 Merchant traffic has gone down since the dragon appeared, and so the Gemcutter’s Guild is offering a handsome
reward to anyone able to put the beast down.

6 A caravan guard offhandedly comments over his tankard that he heard the dragon is actually one of two twins who
both fled when Issodraxa was killed. [DM Note: This is entirely false]

7 A group of townsfolk and farmers are engaged in a heated but mostly civil argument about whether the dragon is
white, blue, or green.

8 A shopkeeper is convinced he saw the dragon bear a rider across the sky. He claims the rider wore shining plate armor
that glinted in the sun. The shopkeeper wears glasses and doesn’t appear to have the best eyesight.
[DM Note: This is entirely false]

9 A shady-looking character hangs around the back of Running Satyr, claiming to have “dragon’s teeth” for sale. A closer
inspection (DC 11 Intelligence (Nature) check) reveals that while large, these are definitely not dragon teeth. They
most likely belonged to wolves and/or bears, and have been carved and painted to mask the fact.

10 A very, very drunk shephard loudly proclaims that the dragon is actually his mother-in-law, the gangly beast, but his
wife won’t believe him.
[DM Note: If you really want this to be true…]

7. Yelthbrum Barracks

8A. The Temple Bridge, or the Bridge
Over the Waywash

8B. The Halfling Bridge

9. Goodlewot Provisioners and
Outfitters



Random Road Encounters:
1d10 Encounter:

1 A traveling merchant with exotic wares and his veteran [MM 350] bodyguard pass the party on the road. Players can
ask him for rumors and information, in which case, the DM rolls on the Rumors table to see what he shares.

2 The party hears screams and cries for help coming from the woods off the road, from what might sound like a maiden
and a young man. The sounds are not difficult to follow, requiring no check, and if the party investigates, they are
ambushed by 1d4+1 Kenku [MM 194] bandits, which are the source of the sounds.

3 A ranger, heading into town for a hot meal after patrolling the mountain passes, comes across the party along the
road. The ranger relates that there have been increased sightings of kobolds on the Murrwan trails, and tells the party
they can expect to encounter the diminutive creatures as they ascend into the mountains.

4 A brown bear [MM 319] wanders onto the side of the road. Players that pass a DC 12 Intelligence (Nature) check know
how to frighten the bear off, and can then make an DC 13 Charisma (Intimidate) check to avoid combat.

5 A pack of 1d4 Wolves [MM 341] are on the prowl. Players can engage or evade at their discretion.

6 A farmer with a broken cart waves the adventurers over. He asks for help getting his spare wheel on the axle (DC 17
Strength (Athletics) check, other party members may use the Help action to grant advantage. Alternately, a party
working together to lift the wagon can make passive checks.) The grateful man pays 1d10+2 cp if they succeed.

7 A curious orange Faerie Dragon [MM 133,] previously entertaining itself by observing woodcutters, comes to travel
alongside the party for a spell and see if they amuse her. She flees if the party threatens her, but treats and good
company may entice her to stay with the party as they head into the mountains.

8 1 Mimic [MM 220], disguised as a crate of goods on the side of the road and appearing as though it fell off a passing
wagon, lies in wait for travelers. The mimic is smart enough to leave the party alone if they give it food.

9 1d4 Gnoll Hunters [VGM 154] acoust anyone travelling along the road.

10 6 Bandits [MM 343] hold up the party for “a road toll” of 2 sp per head.

Windlebus the Green:
Windlebus Unctaviar, clothed in green robes
denoting his wizardly rank, is a travelling researcher
of the arcane Order of the Illuminated Hourglass.
He is a Chaotic Good Human Illusionist (VGM 214)
who has come to Yelthbrum in search of Issimor,
the scion of Issodraxa. Through its research, the
Order has come to believe that Issodraxa was one
of a rare breed of dragon with the ability to cast
arcane spells. They hypothesize that Issodraxa’s
son may have inherited this spellcasting capability,
though he would at present be too young to
manifest any spells of his own, and thus wish to
capture the wyrmling for study. Windlebus, having
been given this task, arrived in Yelthbrum magically
disguised as a travelling minstrel shortly before the
start of the adventure, and has spent roughly a
tenday gathering rumors and intelligence, as well as
plotting his own way into the mountains, when he
hears of the arrival of a novice adventuring band.
Windlebus hopes to enlist their aid in capturing the
dragon, and so arranges a meeting with the party if
they do not seek him out first. He speaks with
them while magically disguised, but should the
players earn his trust, he drops the act and is
forthcoming with his mission and with the details
he has on Issimor (such as the fact that he is
Issodraxa's child.) He will not willfully work with
characters that he knows are of Evil alignment, and
he genuinely desires that as little harm as possible
come to Issimor during the capture, and he relates
these priorities to the party. He will not travel with
the party into the mountains, and instead asks that
he be allowed to use scrying to observe the party's
progress, and ensure that his prize is not slain or in
some other way jeopardized. If they agree, he
offers the party a Wand of Web to aid them.

The Northward Road:

As Yelthbrum is an unwalled settlement, your journey

northward simply consists of following the road until the

buildings fade into the distance behind you. After an hour or

two at a steady pace, the woods begin to close in around the

road, and you can see the foothills that make up the base of

the mountain range coming into clearer definition. Ahead of

you, the bluish-grey stone peaks stand, a grand sight, and even

at this distance you can feel the mountain winds caress your

face.



Chapter 2: The Murrwan
Mountains
The Mountain Trails:

You ascend through the foothills upward into the mountains.

The trails here are clearly marked and well-trodden, and you

have little difficulty finding your way. Now, you must locate

your quarry.

Mountain Trail Encounters:
1d6 Encounter:

1 2 Ice Mephites [MM 215,] finding the chilly
mountains and the recent minor changes in climate
wrought by Issimor’s presence to be suitable to their
tastes, have settled in a small nest near the dragon’s
lair. They viciously attack passersby.

2 A herd of mountain Goats [MM 330] can be spotted
in the distance. A DC 17 Wisdom (Perception)
reveals a hunter trying to sneak up on them and get a
fix with his shortbow.)

3 A Giant Eagle [MM 324] soars above, its broad wings
spanned open upon the air. It’s a breathtaking sight.

4 Party runs into a work party (Commoners, [MM 345])
from Yelthbrum resting for lunch. If hailed in a
friendly manner, the workers offer to share their
simple meal of bread, dried jerky and grey pea stew.

5 The party is attacked by a Peryton [MM 251.] If the
party puts up stiff resistance (reducing the Peryton to
half HP or by some other means) or if they manage to
flee to the cover of a cave or overhanging cliff, the
Peryton moves on in search of easier prey.

6 1d4 Winged Kobolds [MM 195] in service to Issimor
are flying near the cave entrance, trying to conduct
patrol, though in the broad sunlight the light-
sensitive kobolds have a hard time seeing well. A DC
15 Wisdom (Perception) Check spots them flying
about, and gives the party clear indication of where
the dragon’s lair might be.

Issimor's Lair:

General Dungeon Features:
The following descriptions of the environment are
true unless contradicted in a specific area
description, which overrides these features.  
Floor: The floor is gravelly and dusty stone, carved
out from the mountain. Many of the old mine cart
tracks were torn up by the kobolds to be used in
fences, but fragments of the tracks can be found in
collapsed mineshafts.  
Light: With the exception of Area 1, there is no
light in the dungeon. Though the miners installed
torch scones into walls, the kobolds removed and
doused the torches as the light bothered their
eyes.  
Walls: The walls are rough hewn stone but have
many handholds for skilled climbers to utilize. (DC
12 Dexterity to climb, no check if the character
has a climb speed.) The ceilings of the caverns rise
up between 15 and 20 feet. 
Echoes: The open and doorless halls and caverns of
the dungeon allow for even the slightest of sounds
to echo through the still air. As such, the sounds of
battle and of conversation carry easily throughout
different areas. Creatures get advantage to hear any
conversation being carried on at louder than a
whisper (the kobolds speak in low, chittering tones
in Draconic and, unless they are arguing about
something or engaged in battle, usually keep
quiet), and also get advantage to hear the sounds
of combat in adjacent areas.

1. Mine Entrance

The trail leads through the mountainside between bluffs to a

clearing where a manmade tunnel cuts into the mountain. The

ground has been flattened and the entrance is held up by

timber. Scattered around the clearing are a series of

foundations for what must have been a base camp of sorts,

but the walls and roofs of the structures are missing and there

is no noticeable debris in the area. A cold draft silently issues

forth from the cave.



Issimor's Lair Map



2. Kobold Guardroom

The short, sloped tunnel opens up into a larger cavern. A

three-foot tall fence with a closed gate blocks the entrance to

this cavern. Several large boulders lay scattered across the

floor, obstructing vision. In the corner, a low fire burns, casting

some light around the room ,and two wooden tables hold

simple rusty swords, slings and small smooth pebbles. The

tunnel splits into two beyond the fence, both continuing

eastward deeper into the mountain.

3. Mushroom Grove

A large cavern, hewn from the mountain rock, lies ahead. Moss

and mildew cover the walls and floor. Many different types of

fungus are growing on the moss. The air here is damp and

water drips from the ceiling at various points. Four other

tunnels leave this cavern. Light and sounds of activity issue

from the path to the North. Two separate trails lead across the

mushroom-filled cavern to the eastern exit, from which a cold

draft emanates. Trails also cut through the moss growth to

lead to tunnels that continue to the West and South.

4. Kobold Village

The tunnel opens up into a large grotto that plays host to a

number of structures. A three-foot tall fence, similar to the

one found at foot of the descent into the mines, runs from the

southwestern corner of the cavern, with a 10-foot wide

ungated opening in the middle, before continuing to the

opposite side. Next to the fence along the southeastern side

sits an animal pen. Four haphazard huts, one noticeably larger

than the rest, stand around a central campfire, over which a

large pot hangs. Five kobolds, previously attending to the pot,

now rush to respond to your intrusion, weapons in hand. The

cavern has two exits; one to the South and one to the West.



5. Temple of the Tooth

A biting chill causes your breath to mist as you head into this

cavern. Upon rounding the corner, you notice three kobold

figures, knelt in what appears to be devout worship, facing a

stone pedestal. As they rise and turn toward you, you notice

that two of the kobolds appear to be winged, and their turning

to face you also allows you to catch a glimpse of the object

upon the stone pedestal, which appears to be a bone of some

sort. Tunnels to the East and Northwest lead out from this

area.

6. The Wyrmling's Lair

The tunnel progresses further into the mountain, and with

each step forward the temperature seems to drop a few more

degrees. Gradually, thin layers of ice begin to cover cavern

surfaces. Eventually, you reach a fork in the path, with one path

looping back around to lead westward, while the other

abruptly terminates against a small sheet of ice that rises from

floor to roof and blocks passage forward. The ice is slightly

cloudy, but through it you can make out a dimly-lit, frost-

covered cavern. In the cavern's center, upon a large stalagmite

encased in ice, sits Issimior, gnawing at what appears to be the

bone of an unfortunate animal. The ice wall seems sufficiently

thin that it could be breached with ease, perhaps needing only

a blow from weapon or a determined strike with mailed fist.



Unlike the previous areas, the roof here rises to 30 feet, with

an opening on the eastern wall near the roof. Light floods in

from the outside though this aperture. The entire cavern is

covered in a thin layer of ice. Low-hanging fog clings to the

ground, adding to the deep chill, and the light reflects off the

icy walls and into the fog, giving an enchanting glow to the air.

Four stalagmites surround a taller, central stalagmite. The

room on the whole exudes a sublime beauty, capped off by

the majestic wyrmling sitting atop the stalagmite. This

peaceful beauty is swiftly shattered, however, when Issimor

rears his head and issuses a mighty roar, challenging you to

combat.

Subduing the Dragon:
Though still young and somewhat reckless, Issimor
is a mighty and fierce opponent for the
adventurers. Defeating him alone would be a
worthy feat, to say nothing of capturing the dragon
alive. If the party agreed to allow Windlebus to
track their progress via scrying, then the Wand of
Web should aid them in grounding the dragon and
bringing him to melee. The DM should encourage
the party to think creatively about the task of
bringing the dragon in alive, perhaps using
stalagmites as cover against Issimor’s breath
weapon. So long as the final points of damage are
done using nonlethal attacks (“Knocking a Creature
Out,” PHB 198,) the party succeeds in rendering
Issimor unconscious. Windlebus himself assures
the party that he and his Order can handle the
transport of the captive dragon from there. In order
to allow the party to formulate a plan of attack or
capture, the ice sheet in Area 6 prevents the
heroes from simply wandering into the final
encounter, and also allows them a bit of breathing
room by allowing them to see into the cavern and
analyze the terrain in the zone of engagement.

Adventure Conclusion:



Appendix A: Magic Items

Boots of the Winterlands

Driftglobe

Potion of Healing

Mithral Chain Shirt

Issimor's Tooth

Wand of Web



Appendix B: Key Statblocks

Kri-thak, Kobold
Inventor
Small humanoid (kobold), lawful evil

Armor Class 12
Hit Points 13 (3d6 + 3)
Speed 30 ft.

STR DEX CON INT WIS CHA

7 (-2) 15 (+2) 12 (+1) 8 (-1) 7 (-2) 8 (-1)

Skills Perception +0
Damage Resistances see Dragon's Resistance below
Senses darkvision 60 ft., passive Perception 10
Languages Common, Dragonic
Challenge 1/4 (50 XP)

Pack Tactics. Kri-thak has advantage on an attack roll
against a creature if at least one of his allies is
within 5 feet of the creature and the ally isn't
incapacitated.

Sunlight Sensitivity While in sunlight, Kri-thak has
disadvantage on attack rolls, as well as on Wisdom
(Perception)checks that rely on sight.

Actions
Dagger. Melee or Ranged Weapon Attack: +4 to hit,
reach 5 ft. or range 20/60 ft., one target. Hit: 4
(1d4 + 2) piercing damage.

Sling. Ranged Weapon Attack: +4 to hit, range
30/120 ft., one target. Hit: 4 (1d4 + 2)
bludgeoning damage.

Weapon Invention (Alchemist's Fire). Kri-thak has
two flasks of alchemist's fire, each of which has the
following profile: Ranged Weapon Attack: +4 to hit,
range 5/20 ft., one target. Hit: 2 (1 d4) fire damage
at the start of each of the target's turns. A creature
can end this damage by using its action to make a
DC 10 Dexterity check to extinguish the flames.

Minpok, Kobold Scale
Sorcerer
Small humanoid (kobold), lawful evil

Armor Class 15 (natural armor)
Hit Points 27 (5d6 + 10)
Speed 30 ft.

STR DEX CON INT WIS CHA

7 (-2) 15 (+2) 14 (+2) 10 (+0) 9 (-1) 14 (+2)

Skills Arcana +2, Medicine +1
Senses darkvision 60 ft. passive Perception 9
Languages Common, Draconic
Challenge 1 (200 XP)

Spellcasting. Minpok is a 3rd-level spellcaster. His
spellcasting ability is Charisma (spell save DC 12,
+4 to hit with spell attacks). He has the following
sorcerer spells prepared:

Cantrips (at will): fire bolt, mage hand, mending,
poison spray  
1st level (4 slots): charm person, chromatic orb,
expeditious retreat 
2nd level (2 slots): scorching ray

Sorcery Points. Minpok has 3 sorcery points. He can
spend l or more sorcery points as a bonus action to
gain one of the following benefits:

 Heightened Spell: When Minpok casts a spell that
forces a creature to make a saving throw to resist
the spell's effects, he can spend 3 sorcery points to
give one target of the spell disadvantage on its first
saving throw against the spell.  
 Subtle Spell: When Minpok casts a spell, he can

spend l sorcery point to cast the spell without any
somatic or verbal components.

Pack Tactics. Kri-thak has advantage on an attack roll
against a creature if at least one of his allies is
within 5 feet of the creature and the ally isn't
incapacitated.

Sunlight Sensitivity While in sunlight, Kri-thak has
disadvantage on attack rolls, as well as on Wisdom
(Perception)checks that rely on sight.

Actions
Dagger. Melee or Ranged Weapon Attack: +4 to hit,
reach 5 ft. or range 20/60 ft., one target. Hit: 4
(1d4 + 2) piercing damage.



Windlebus Unctaviar
the Green, Illusionist
Medium humanoid (human), chaotic good

Armor Class 12 (15 with mage armor)
Hit Points 38 (7d8 + 10)
Speed 30 ft.

STR DEX CON INT WIS CHA

9 (-1) 14 (+2) 13 (+1) 16 (+3) 11 (+0) 12 (+1)

Saving Throws Int +5, Wis +2
Skills Arcana +5, History +5
Senses passive Perception 10
Languages Common, Draconic, Dwarvish, Elvish
Challenge 3 (700 XP)

Spellcasting. Windlebus is a 7th-level spellcaster.
His spellcasting ability is Intelligence (spell save DC
13, +5 to hit with spell attacks). He has the
following wizard spells prepared:

Cantrips (at will): dancing lights, mage hand, minor
illusion, poison spray  
1st level (4 slots): color spray+, disguise self+,
mage armor, magic missile  
2nd level (3 slots): invisibility+, mirror image+,
phantasmal force+  
3rd level (3 slots): major image+, phantom steed+
4th level (1 slot): phantasmal killer+  
+Illusion spell of 1st level or higher

Displacement (Recharges after Windlebus Casts an
Illusion of 1st Level or Higher). As a bonus action,
the illusionist projects an illusion that makes the
illusionist appear to be standing in a place a few
inches from its actual location, causing any creature
to have disadvantage on attack rolls against the
illusionist. The effect ends if the illusionist takes
damage, it is incapacitated, or its speed becomes 0.

Actions
Quarterstaff. Melee Weapon Attack: + l to hit, reach
5 ft., one target. Hit: 2 (ld6- l) bludgeoning damage,
or 3 (ld8 -1) bludgeoning damage if used with two
hands.

Issimor, White Dragon
Wyrmling
Medium dragon, chaotic evil

Armor Class 16 (natural armor)
Hit Points 32(5d8 + 10)
Speed 30 ft., burrow 15 ft., fly 60 ft., swim 30 ft.

STR DEX CON INT WIS CHA

14 (+2) 10 (+0) 14 (+2) 5 (-3) 10 (+0) 11 (+0)

Saving Throws Dex +2, Con +4, Wis +2, Cha +2
Skills Perception +4, Stealth +2
Damage Immunities cold
Senses blindsight 10ft., darkvision 60ft., passive

Perception 14
Languages Draconic
Challenge 2 (450 XP)

Actions
Bite. Melee Weapon Attack: +4 to hit, reach 5ft.,
one target. Hit: 7 (1d10 + 2) piercing damage plus
2 (1d4) cold damage.

Cold Breath (Recharges 5-6). The dragon exhales an
icy blast of hail in a 15-foot cone. Each creature in
that area must make a DC 12 Constitution saving
throw, taking 22 (5d8) cold damage on a failed
save, or half as much damage on a successful one.


